I'm not a bot

y

&
l


https://deriduj.gonujovux.com/155074161681864727513814636767019322620430?luvexodiwolopopobidijunukubolefakedadebezinibamovulonutalapowox=womabosananulusisawibepujugafidikepovixirubisawodazuledivawivenasovepaxisuxapoxafodudaziwewujimavipigojateleneralorolariputodubegowavusujotupazisivapofidesukipadawiwaxijedibokaduzugolozoligekewositozabo&utm_term=cidadela+do+caos&fojogumotiworimijofukadagezarawovidererezeginoxisuxuwujevurupowigesotikuvesolazelasegibowevofasozule=lafatemonalipajukazepikuzazojaxiluvejuvatawujumumuwowizitinonamasenawogotapufalefixekokoletanetipowelibapolokuvunubek







Cidadela do caos

FIGHTING FANTASY is the brilliant series of advent... Who knows what monstrous creatures lie in wait in ...Sucked through the nightmare of the Seltsian Void,...Terror stalks the night as Zanbar Bone and his blo...Down in the dark, twisting labyrinth of Fang, unkn...Nightmarish creatures lurk in the slimy depths of ...Taking refuge in the infamous
House of Hell has to...Part story, part game, this is a book in which YOU...A tyrannical despot is bent on destroying the worl...The dark, twisted power of the young Malbordus is ...Rebel Planet is a science fiction adventure set in...As the dread pirate ship Troll strikes, you know t...Can You save Hachiman from chaos?Hachiman is in gr...At last - a
return to Deathtrap Dungeon!The warped...A dangerous undercover mission on a wild and lawle...The safety of the earth is in YOUR hands!Morgana, ...Past and future meet in the land of Thalos!What wo...Cunning opponents and deadly Androids await you - ...Gorak is under threat from the evil which haunts t...The fate of Vymorna lies in your
hands!For six yea...Fearful foes from the far future!L'Bastin, genius ...Sheer terror awaits you on the Isle of Despair!The...Can you put an end to Count Heydrich's evil reign ...The hero is faced with the destruction of his home...Vengeance - or death!Civil war wracks the Isles of...Among your opponents in this adventure is time its...The kingdom of
Allansia is under threat. Agglax th...The staff of rulership must be regained!You have n...Adventurer Needed - Urgently!An experienced advent...Beware the Curse of Akharis!Helping an eccentric a... Vocé tem CUPONS disponiveis [ resgatar ] Parte historia, parte jogo, este é um tipo diferente de livro — aqui, vocé é o herdéi! Vocé precisa apenas de
um lapis, uma borracha e dois dados para embarcar nesta fantastica aventura.Nas profundezas da Cidadela do Caos, o temivel feiticeiro Balthus Dire trama a ruina do povo do Vale do Salgueiro. Seus planos de batalha estdo prontos e seu terrivel exército estd equipado. O ataque é iminente.Convocado por um desesperado pedido de ajuda, vocé é a
Unica esperanca do Vale do Salgueiro. Como o mais brilhante pupilo do Grande Mago de Outrora, vocé é o inico que pode levar esta missao a cabo, atacando o coracdo do mundo de pesadelos de Balthus Dire. Mas, mesmo com seus feiticos, sua missao sera perigosa — pois quem sabe que criaturas espreitam na Cidadela do Caos?Esta é uma
emocionante aventura de espada e magia, com um elaborado sistema de combate, uma surpreendente colecdo de feiticos e uma ficha onde anotar suas vitdrias e derrotas.Muitos perigos estdo a sua frente, e o0 seu sucesso ndo é nem um pouco certo. Adversarios poderosos se colocam contra vocé, e muitas vezes sua Unica escolha sera matar... Ou
morrer! O que preciso para jogar? Para jogar Aventuras Fantasticas vocé s precisa de quatro coisas: O livro da aventura (obviamente). Dois dados de 6 lados (2d6). Um lapis ou caneta. E uma folha para anotagdes. Pronto, se vocé tem isso é o que precisa para jogar, o resto ficara por conta da sua imaginacgao! As aventuras sdo realmente bem simples
em sua mecanica. Ao longo da histéria, vocé precisara apenas realizar alguns testes de sorte ou batalhar com monstros, ambas as situagdes sao explicadas no inicio de cada livro, e sao bem simples de serem executadas. Como jogar? Para jogar os livros-jogos da série Aventuras Fantdsticas vocé basicamente ird tomar decisdes com base nas
alternativas que forem sendo dadas a vocé, como na vida real mesmo. As escolhas que vocé faz dentro da histéria é que vai determinar o final dela. Mas cuidado, escolhas ruins podem levar o seu personagem a morte, resultando no fracasso da sua aventura! Confira em nosso Blog um artigo completo sobre Como Jogar os Livros-Jogos Aventuras
Fantéasticas (Fighting Fantasy). Down in the dark, twisting labyrinth of Fang, unkn...Evil is festering in Trolltooth Pass. The Necroman...Terror stalks the night as Zanbar Bone and his blo...Taking refuge in the infamous House of Hell has to...Librarian note: An alternative cover for this ISBN...Far away in the land of Kakhabad, chaos is brewing...At
last - a return to Deathtrap Dungeon!The warped...As your quest brings you ever closer to the Crown ...The kingdom of Allansia is under threat. Agglax th...Final book in the 4 part series. Each sorcery book...The dark, twisted power of the young Malbordus is ...Banished from the world of Titan, Zagor the sorcer...In a tavern in Fang, a mysterious
stranger offers ...Sucked through the nightmare of the Seltsian Void,...Devastated by a killer virus, the world you once k...Part story, part game, this is a book in which YOU...Can You save Hachiman from chaos?Hachiman is in gr...Librarian's Note: This is an alternate cover editi...Beware the Curse of Akharis!Helping an eccentric a...The Beast is
loose!Rassin Abbey has guarded its ar...Lupravia is a cursed a chill place of snow-capped ... 8 encontrados | exibindo 1 a 8 Kowa 20/02/2023Tive que reiniciar a leitura 6x, antes de conseguir sair vivo desta "aventura". Leitura muito divertida Bruno Martins 19/02/2021Meu primeiro contato com RPGUm nerd perdido na biblioteca encontra um livro
misterioso que o leva a conhecer mundos imaginérios (risos). Recomendo a leitura para quem busca se divertir sozinho, é um livro-jogo de tematica RPG, que vocé pode jogar sozinho/a. Homens serpentes de vigia, vilas assombradas, um reino amaldigoado, tudo se passa dependendo de suas escolhas, vale muito a leitura para quem quer conhecer um
pouco sobre RPG ou para quem ndo tem uma mesa para jogar (que era o meu caso na época). Jubs 30/11/2020Cidadela do Caos (da minha cabecga)Ai gente, ndo funcionou pra mim como achei que funcionaria, sinceramente... Criei altas expectativas que nao foram supridas. Achei pontas soltas, embaracos no meio da histéria, além de ser um pouco
cansativa. A ideia é boa e criativa, sem duvidas divertidas, mas peca por outros motivos. Talvez eu tenha lido esse livro na época, errada, nao sei... Cassia 17/08/2020Esse livro é para apresentar o RPG a novos jogadores. Depois de umas 6 tentativas vocé descobre que ndo é um aluno brilhante do mago Yore e que seu conhecimento de magia é
mediocre. Terminei. Pode ser que meus dados eram viciados... Ou que eu nao vi direito os nimeros... Ou que eu nem tenha jogado os dados... Thiago Burigato 12/10/2011Bom como jogo, ruim como literaturaJamais havia tido contato com um livro-jogo antes de embarcar na trama de Cidadela do Caos. Na verdade, sequer conhecia o conceito até pouco
tempo atrds (embora ja o tivesse imaginado e até pensado em escrever algo semelhante). Tampouco havia participado de uma partida de RPG de mesa, apesar de conhecer muito bem seu conceito e fundamentos. Pra vocé que esta se perguntando o que diabos é um livro-jogo eu explico: trata-se de um tipo de mistura entre literatura e RPG, onde o
leitor, munido da ficha de seu personagem, de um lapis, borracha e dados, toma as decisdes pelo protagonista da histéria, batalhando contra inimigos, escolhendo caminhos a serem percorridos, equipamentos a serem utilizados, feiticos a serem lancados etc., além de eventualmente fazer anotacdes de danos e mudancas de estados. E mais ou menos
como se o livro mestrasse uma partida de um “Jogo de Interpretacao” para o leitor. Dito isso, asseguro que A Cidadela do Caos trata-se de uma excelente porta de entrada para o mundo dos RPGs. Escrita e desenvolvida por Steve Jackson e publicada em terras tupiniquins pela Jambo sob o selo de livros-jogos da editora, o Fighting Fantasy, a trama se
desenvolve ao redor de um aprendiz de mago que deve invadir uma cidadela, assassinar o diabodlico feiticeiro que a governa, e assim evitar uma guerra iminente. Deparei com a obra mais ou menos ao acaso, justamente enquanto pesquisava mais informacdes sobre jogos de RPG. Pagando R$19,00 no sitio da propria Jambé resolvi descobrir do que se
tratava. Em dois dias terminei minha primeira aventura, sem poder cumprir minha missdo ao ser morto em uma queda fatal em uma das muitas armadilhas do jogo. A estrutura do livro é muito bem desenvolvida; suas escolhas sempre te levarao a lugares e situagoes diversas. O aspecto técnico do jogo, ainda que obviamente ndo chegue aos pés do de
um RPG, também foi muito bem produzido: as batalhas se desenrolam de forma satisfatéria e sua lista de atributos e itens esta, talvez, no topo de complexidade que este tipo de aventura poderia exigir antes de se tornar macante ao cair pela ladeira do excesso de tecnicidade; o que provavelmente teria acontecido se o autor resolvesse listar alguns
atributos a mais (além dos presentes Habilidade, Energia, Sorte e Magia), ou exigisse algumas jogadas de dados e calculos extras para se determinar uma partida. Todas as regras para as batalhas, os feiticos e a criagdo do personagem estdo muito bem detalhadas logo no comeco, e para facilitar a vida dos jogadores, hda um modelo de ficha que pode
ser copiado. Além disso, no final de cada pagina par ha a representacao de dois dados convencionais (de 6 lados) com resultados diferentes, de modo que o usuario pode sempre abrir uma pagina aleatoriamente e usar o resultado que encontrar quando nédo puder e/ou ndo quiser rolar os dados que (néo) tiver em maos. Enquanto a parte “Jogo” da obra
revela-se muito bem trabalhada, minha maior critica reside justamente na parte literaria. Entendo que o livro foi produzido tendo em mente que quem o leria estaria muito mais interessado na parte “divertida” da obra, porém, talvez ela se tornaria uma experiéncia muito mais agradavel se os personagens e ambientes tivessem sido melhor
trabalhados. As partes descritivas resumem-se a um ou, quando muito, dois paragrafos (as vezes até em uma linha), de forma que o leitor se vera jogando dados, anotando ntimeros e folheando paginas ao mando do livro por muito mais tempo do que lendo em si. Um pouco mais de histéria, de detalhes, de desenvolvimento de personagens,
proporcionariam certamente uma imersao maior no mundo do livro-jogo, resultando também em mais diversdo. De qualquer forma, hé diversas ilustragées em preto e branco espalhadas pela obra, o que, se tira pontos da parte imaginativa do todo, ao menos a torna mais interessante, nos fazendo captar melhor as impressoes que o autor queria nos
causar. Sei que parece estranho reclamar disso numa critica de uma obra de fantasia, ainda mais de um livro-jogo, mas certos aspectos da falta de realismo chegam a se tornar incomodos. E quase todos eles sao resultantes da falta de profundidade com que os personagens sao tratados. Salvo rarissimas excegoes, todos naquela cidadela (onde se
passa 99% da aventura) estdo sempre prontos para atacar, trair ou armar armadilhas para o protagonista, como se estivessem hé anos aguardando sua chegada, dormindo com uma faca sob o travesseiro, preparados para o matarem na primeira oportunidade que houvessem. Como se tivessem nascido e sido criados com essa missao em mente. Quase
nao ha didlogos e (quase) nunca ha um pano de fundo para qualquer personagem. Fora esses detalhes, que podem facilmente ser descartados por aqueles que estdao mais empolgados com as jogadas de dados e matancas de monstros, mutantes, elfos, gargulas e outras criaturas fantasticas, A Cidadela do Caos é um excelente passatempo. Vale a pena
ser jogado repetidas vezes ja que suas escolhas podem te levar a caminhos novos, desenrolando uma nova jornada para o seu mago. A cada rodada o leitor podera aprender mais sobre quais as melhores decisdes a serem tomadas, e entdo escolher o caminho mais facil (ou o mais dificil!) torna-se um novo desafio. patyalgayer 28/07/2011Desde o dia em
que entrei no site da Editora Jambo, fiquei super interessada na série de livros-jogos que eles tém la. Me pareceu uma proposta bem divertida, um livro onde, com a ajuda de dois dados, um lapis e uma borracha, vocé decide como termina! Por isso, fiquei muito feliz quando consegui um exemplar desta colecdo para ler - ou jogar, melhor dizendo - e
resenhar pra vocés. A Cidadela do Caos é o segundo livro langado nesta colecdo. E praticamente um RPG, possui um sistema de jogo incrivel e é muito viciante! Quase me senti com um videogame em maos, ndo um livro... =D Pra que vocés entendam melhor como funciona o livro-jogo, deixe-me explicar um pouco a metodologia que ele adota. Com a
ajuda de dois dados, vocé calcula sua habilidade, energia, sorte. Escolhe, também, as magias que utilizard no decorrer do jogo, além de contar com alguns itens e equipamentos em sua "mochila". Tudo pronto, hora de comecar a aventura! Apés uma pequena introducgao, vocé é "teletransportado" para a Cidadela do Caos, com a missdo de encontrar e
exterminar o feiticeiro Balthus Dire. O livro é composto de varias partes numeradas, e ao final de cada parte vocé tem suas opgoes para continuar o livro-jogo. Em algumas vocé s6 tem um caminho a tomar, em outros vocé tem varios caminhos para escolher, ou a opgdo de lutar com determinada criatura ou fugir, entre outras opgoes. Sao suas
escolhas diante estas opcdes que dirdo como sera sua missao; dependendo de qual caminho tomar, vocé pode cumprir sua missédo da maneira mais fécil, da mais dificil ou até morrer antes do fim da jornada! E uma experiéncia fascinante, estou louca para tentar novamente! (OK, vou confessar que, devido a uma combinacao de inexperiéncia, azar e
algumas escolhas erradas, tive uma morte sangrenta e cruel no meio da minha jornada 0.0). Os aspectos graficos do livro também nao deixam a desejar. O livro tem ilustragées incriveis, que ddao um ar de mais realismo a histéria. H4 espago para anotar os dados necessarios ao jogo - mas eu nao tive coragem de escrever no livro! =P -, e a diagramacgao
€ muito boa. Minha tnica ressalva fica com a constituicdao aparentemente fragil do livro: as vezes eu tinha a impressao que, se abrisse demais o livro, as paginas iam descolar e cair do livro! Claro, isto ndo aconteceu, mas também nao forcei muito, pra nao correr o risco... No mais, é um livro excelente! Vale a pena ler e se divertir a valer com ele!!
Paulo Montini 11/09/2010Meses a fio!Esta aventura-solo é sem duvida uma das melhores ja escritas! quando eu comecei a joga-la, ndo imaginava que passaria noites sonhando com as cenas descritas. demorei muito tempo, e infelizmente, acabei trapaceando: anotei os verbetes que passava, e depois fui montando devagar as opgdes certas. com a
ajuda do meu irmao, demoramos cerca de dois meses sem parar para chegar até o temivel Balthurs Dire! final estafante. Cézar Escritor 21/04/2010Eu recomendoO livro que, de fato, me apresentou ao RPG, tratasse de uma estéria narrada e embora nao tenha toda a mobilidade de um storyteller, ainda assim é bem feito e acaba servindo como um
aperitivo para outros tipos de jogo. 8 encontrados | exibindo 1 a 8 Jump to ratings and reviewsWho knows what monstrous creatures lie in wait in the Citadel of Chaos?The Citadel holds a dark and dangerous peril for anyone foolhardy enough to venture through its gruesome gates. And yet venture you must, for your mission lies at the heart of the
Citadel, with the dread sorceror, Balthus Dire!Two dice, a pencil and an eraser are all you need to make your journey. YOU decide which route to take, which monsters to fight, and where to use your special knowledge of the magic arts. 13 people are currently readingSteve Jackson (born 20 May 1951) is a British game designer, writer, and game
reviewer, who is often confused with the American game designer of the same name. Along with Ian Livingstone, he is the creator of the Fighting Fantasy books. The US Jackson also wrote three books in the Fighting Fantasy series, which adds to the confusion, especially as these books were simply credited to "Steve Jackson" without any
acknowledgement that it was a different person.See also:Steve Jackson, US game designerSteve Jackson, author of works on crimeSteve Jackson, Scottish thriller writerDisplaying 1 - 30 of 89 reviewsMarch 5, 2015Assassination, sorcerer style, is the name of the game in The Citadel of Chaos!Steve Jackson has been pumping out these gamebooks for
decades. I believe there's something like 60 of them. In them you play an adventurer on a quest that involves a dungeon crawl, a term gamers use to describe an adventure in which your character is going room-to-room through some kind of controlled area, like a dungeon, crypt, catacombs, caves, etc. For the purpose of books like this, which are very
much modeled upon the Choose Your Own Adventure style of reading, it's necessary to keep "on track," if you will. More on this will be explained below. But now for some book-representative illustrations!Not all fantasy art is created equal, but Russ Nicholson's got the goods!With the advent of ebook readers, you can now read/play these without
having to keep track of ability scores, health level or inventory. You don't even have to make a map of your progress. That's a good thing, because I just don't have the time or desire to do all that. I just want a bit of fun and, after purchasing it for my kindle, that's what a book like this provides. In The Citadel of Chaos you play a wizard and the coolest
part about that of course is that you get to cast spells. That was an exciting first for me! The spell choices are limited and the ones on offer (Strength, Stamina, ESP, Levitation, Fire, and a few others) are designed to be useful at some point in the dungeon. Some more so than others, and if you take a certain path through the dungeon you may not find
a use for some of these spells at all. These books aren't "open world," meaning you can't investigate the whole place, at least not in a single adventure. You see, the story is linear and although this is a game you can manipulate, it too is fairly linear. Per each adventure, you pick a path. Usually you're given a couple choices. But you must keep moving
forward, no backtracking. It's a drawback and failing of these kinds of books. Occasionally the writer is able to include choices that allow readers to experience variant parts of the adventure that would normally only be found by following a different path than the one you're on. That's difficult and if not handled correctly could lead to an infinite loop,
which would be embarrassing for the publisher. I think I've only come across one of those, so the editors/testers have done their due diligence. Anyhow, the linear nature of these books is honestly a minor quibble and just one of the rules of the game you must abide by. No big whoop. A fun aspect to these particular books is the creatures you meet.
Sure, you encounter your standard goblins, leprechauns and witches as well as the slightly more rare golems and lizardmen, which are still fairly well known in the fantasy world, but you also get some often delightfully original - or at least oddball - creatures and characters. For instance, that Whirlwind was a breath of fresh air! *rimshot*Overall, this
was fun. I've enjoyed the two of these books by Jackson that I've read so far and I will no doubt read more.choose-your-own-adventure fantasy fantasy-specifically-d-d October 9, 2022]Just one of the shortest and toughest FF gamebooks... and an almost endless death count by the damned Gangees made me hate them for good!Luckly magic system,
nearly a prototype of the one later used by author in his blockbuster Sorcery Fighting Fantasy limited series, gorgeous moody artworks by artist Russ Nicholson, and final fight against Balthus Dire, with lots of chooses and ways to end the big bad final boss and his dreams of conquest, saved the day.Three stars, three stars and an half if you add the
nostalgia factor..fantasy fighting-fantasy game-booksDecember 30, 2017Balthus Dire! What a sinister character he is. The illustrations in these books are just amazing. Just like the books. I remember playing them as a teen. The warlock of firetop mountain, the forest of doom, the citadel of chaos, freeway fighter and starship traveller; not so good, the
city of thieves; one of my favorites... I think I got to number twenty six before I discovered girls. The geek was coming of age. The fantasy genre took a back seat for many years. The angst of teenage years. Oh! The nostalgia. I am a fifty year old now and there is only one girl in my life but, the fighting fantasy bug is back.November 19, 2012This grade
is total, absolute nostalgia induced.And that's okay.This was the first Fighting Fantasy book I read, and I fell in love with it, the concept, the goal and the execution (especially because there were so many ways with which to actually defeat the final boss).Also, I got to be a magic user!July 26, 2023Free will is an illusion.Everything we are in this world,
everything we do and feel, can be reduced to a combination of outside factors pulling us around like puppets on strings - nature and nurture, what we're born as and how we're raised, and what seemingly random yet actually quite predictable events and circumstances the universe around us throws in our way, they all cascade and collide from one
another, like little pebbles hitting larger rocks and kicking them further downbhill, all conspiring to lead us all the way into the dark pit that is inescapable and inevitable Death, the termination of our biological functions and consciousness.I do not talk about these things now because I want to. I talk about them because the universe has given me two
reasons to do so, and furthermore molded me into the sort of a shape and form where these reasons were all I needed to ramble on about such things: the first is that a friend of mine broached the subject of free will yesterday, leading to me thinking about it in my own private mind; the second is that when I was about nine or ten years old, a casual
glance at a board game shelf, catching my eye onto this book (I thought it was about Chess first), sent forth a great deal of little pebbles and rocks in the downhill of my mind, single-handedly shaping much of what I am - my interest in the Fighting Fantasy gamebooks, in the genre of Choose Your Own Adventure in general, in fantasy and fantasy
games, and ultimately roleplaying games, perhaps even my current profession as an author, or at the very least my interest in writing fantasy stuff specifically.But even ignoring the vast amounts of nostalgia for this book, the great deal I owe for it, it's still one of the best in the series in its own right.Steve Jackson always wanted to try new things with
the series, and in his first solo book he starts out by giving the player character a bunch of magic spells to play with. You're a sorcerer now, out to assassinate a fellow sorcerous warlord who intents to raise an army and conquer the world. You get a semi-random number of spells to choose at the beginning, and can then use them to solve your
problems in new and inventive ways. It helps to make the book far less linear than The Warlock was: rather than needing to go down a specific path to find the exact same keys or whatever plot coupons there are, you have great many opportunities to go down for, many legitimately meaningful choices, all equally likely to end to victory. I don't think
there's a single obstacle or puzzle in the book that doesn't have at least two ways to get through.The final battle with Balthus Dire is also by far the best in the series. You can engage him in a duel of magic and fling all your spells at him, have them be countered and counter them again, or seek advantages in your surroundings as the duel allows you.
There are great many possibilities in what might happen and how, many ways to win, even more ways to lose, and it's all just a lot of fun. Or you could just charge at him with your sword like you did with Zagor, if you prefer.Russ Nicholson, the illustrator, does some of his best work here: his art is dark and moody, bringing the citadel and all its
bizarre inhabitants to life in sometimes a frankly unsettling way. The wheelies are my favourite. It definitely helps to weave this gloomy, oppressive atmosphere, where you really feel like you're alone in a hostile territory where no one likes you and nothing can be trusted.The rocks it sent rolling are still going, by now an avalanche in my mind. Had I
missed it that time in my childhood, only discovered it now, I doubt I would have liked it as much. I could well be an actually responsible and utterly boring person. But all that said, my subjective personality or alternate selves notwithstanding, it's a well-written and well-designed gamebook that stands entirely on its own merit.May 26, 2019A game of
knifey-knifey and a bottle of two of wine;A ghostly washerwoman hanging nothing on the line;The Dog-Ape and the Ganjees and the Wheelies and the Miks;If you want to get through this one, be prepared for dirty tricks.December 12, 2020More nostalgia as I dug out this follow-up to THE WARLOCK OF FIRETOP MOUNTAIN to see how it's held up all
these years. These are the books I absolutely loved as a kid (and ones which gave me a life-long love of fantasy).CITADEL is short but effective. The plot is virtually the same as in WARLOCK, except this time you need to infiltrate a citadel instead of a mountain. Once again the aim is assassination, with the excellently-named 'Balthus Dire' your main
target. There are a few differences, mainly that you're a mage here, with access to a handful of handy spells. It added interest to the game. Otherwise, it's fairly linear, following passageways, choosing to open doors, fighting rhino-men and goblin/giant hybrids. The enemies seemed a little easier than in other adventures.We ended up trapped in a
prison cell, not having the right spells with us, so we lost the game. It seemed a little unfair but that's the fun of these books: you never know what's going to happen next or what you might need...Another attempt: we did better the next time around, successfully infiltrating the citadel itself and befriending a few useful allies on the way. This time
around, the chosen spells seemed to be more effective and some relevant items were discovered, but a gradual loss of stamina and a spooky encounter with some disembodied heads in a pitch-black tower room led to a relatively early death.Another attempt: and another early death! This time in standard combat after ending up with a skill of 7. I got
partway in and once again enjoyed the gameplay, with lots of luck-testing and the use of magic spells adding immeasurably to the slightly basic feel of WARLOCK. This does seem to be one of the harder gamebooks though, mainly as even the early creatures are very tough.choose-your-own-adventureMarch 29, 2015Like its predecessor, CITADEL OF
CHAOS follows the basic plan of a solitaire dungeon-crawl: break into the fortress-lair of an evil boss monster, defeat his lesser minions and traps, accumulate useful treasures, and kill the Big Bad Guy. CITADEL adds two twists to this narrative. First, players take the role of magic-users, who can cast up to eighteen spells per game from a list of
twelve (rather generic) incantations, when and as specific gamebook entries prompt them. Second, rather than the conventional orcs, dragons, and other fantasy creatures of WARLOCK OF FIRETOP MOUNTAIN, the creatures in this adventure have an odd, almost Baum-like quality. There are amorous goblins, leprechaun tricksters, humanoids with
rhino heads, sewer snakes, pill-shaped wheelers with four hands, and at least one demoness with lethal heat vision, not to mention the memorably-named Boss Monster himself, Balthus Dire. This is unsettling at first but does make the book refreshingly different from WARLORD, which, I think, is less likely than CITADEL to come off my shelf again.
May 4, 2014An apprentice wizard goes off to assassinate some powerful sorcerer10 June 2012 This is the second of the Fighting Fantasy gamebooks and it seems to have been designed differently to the first one. The most noticeable difference is that I do not think that this book is designed to be mapped. The reason that I say this is that the book
seems to be more of a collection of encounters inside a citadel rather than actually being able to explore the citadel. In fact, mapping this particular gamebook is nigh impossible, though the problem is that without having even a semblance of a map makes it difficult to find the one true path through the game. The other difference is that magic has
been added to the game. At the beginning you select a number of spells from the list, though you are only allowed to use the spell once per adventure (you can select the spell multiple times). The game is designed so that even if your initial rolls are bad, making the right spell selections should enable to you complete the adventure with minimal
problems - it is just trying to find the true path is difficult at best. In a way, drafting a map makes it easier to try to find that true path, though I will say more about that style in the next book, The Forest of Doom. The background is the so called battle between law and chaos, though one might suggest that there is a similar battle raging in the
background of our world. In a way these concepts are very vague, but it could easily be compared to the battle between civilisation and barbarity, which is what makes these concepts bad. In the fantasy world the side of law is order, peace, and prosperity, which chaos is pretty much the opposite. It is the same in our world, with civilisation being the
means for prosperity and peace, and can easily be summed up to mean the rule of law. The rule of law sits in the background and guides society and everybody, right up to the prime minister, is subject to it. However chaos can be seen as the fickle rule of a single person, where there is no rule, just decisions made by the ruler based on emotion and
feeling at the time. In this book, the antagonist, Balthus Dire, is out to conquer the lands of law, and as the war comes closer, you volunteer to sneak into his citadel and assassinate him. This mission is pretty much spelt out at the beginning. I guess this is where I want to rant a bit because to me it is difficult to suspend my disbelief. Okay, in the first
book you are simply breaking into the house of some tin-pot wizard (and it is assumed that he is bad, though it is more likely it that he is a loner, and for some reason, people who live alone are up to no good, so they must be bad) and stealing his treasure. Okay, he did have a pet dragon, but the dragon can easily be dealt with (and just because you
have a pet dragon does not mean that you are evil). However, this one is different because you are going up against a powerful ruler to assassinate him, and you are like an apprentice wizard. To me, this makes no sense because this is the job of a professional assassin, and honestly, what does an apprentice wizard know about wetwork? Not much I'd
say. The final battle with Balthus Dire was much better than the one at the end of Firetop Mountain, but that is not surprising because Firetop Mountain was the first, and the style was still being developed. However, this battle was a lot more descriptive and simply did not fall down to a collection of dice rolls. Instead there were multiple options
determining the moves that you make to fight the wizard and his cronies. In a way much better and much more enjoyable, though it still is a much more difficult book.July 29, 20171 used to love fighting fantasy books as a child, so when I visited my old childhood home and was perusing a cupboard with lots of my old things, I was very excited to find
these books.This was a quick, fun adventure book and it has so many different paths and choices so you can read it multiple times. I don't read it and play properly with dice, so maybe I'm a cheater. But either way I really enjoyed going back and doing this again. I will definitely be playing/reading the rest too. booktubeathon-2017 read-2017May 7,
2017Having greatly enjoyed re-living my old Fighting Fantasy Gamebooks as I went through them for goodreads reviews, I decided to go ahead and fill in the gaps by picking up new copies of the ones I never played as a kid. This, being the earliest one, was the first I tackled. It seems to me to have some weaknesses compared to later installments in
the series, which is perhaps not surprising for a sophomore effort. The main thing I noticed is that it relies more heavily on good die rolls than most of the later books - if you start out with a low Skill rating in this one, the best you can hope for is an opportunity to learn something new before character death. You will learn how to avoid many of the
combat situations as you go through repeatedly, but some will be necessary, and other aspects of the game hinge upon Luck rolls or other random factors. Another thing is that the dungeon doesn’t map as neatly as it should, so it’s hard to make a useful guide to getting through to the end. I'm pretty sure that there was actually no way to get both the
item you need to clear the last major guard AND the one you need in the final battle, but it’s hard to be sure because my map was so messy. If I am right, that means that lucky die rolls would be necessary for any effort to clear both rooms. Still, overall, it was still a lot of fun, and the artwork and creativity were as good as any of the other books.
There are all kinds of creatures, from familiar types like orcs, goblins, hydras, and gargoyles, to two-headed lizardmen called Calacorms and shape-changing animals called Miks, and the dreaded Ganjees, whatever the heck they look like (you meet them in a very dark room). Each encounter offers the possibility of some reward that can help you later
on, although there seems to be one room full of monsters who have nothing in particular to offer, which strikes me as an editorial error. An interesting aspect of this gamebook is that, in addition to your skill and luck, you also get a "Magic" stat that determines how many spells you start out with. You pick the spells, and as you go you learn to save
them up for the final battle. I may not return to it as happily as the books I read earlier, but I probably will pick it up again one of these days.choose-your-own-adventure fantasy role-playingFebruary 6, 20191 finally had to tap out and let Balthus Dire do his thing. I hate these books because they are a challenge where you have to find that sweet spot of
good choice combinations and die rolls to make it to the end, but I also like them for the same reasons. I gave this adventure several runs, but in the end I think frustration finally bested me (it took so long to make it past those damn Gangess and then there was getting past the Hydra and then that combination lock and I just decided that my
character would return to his school and look into the availability of nuking the site from orbit- “it’s the only way to be sure”).December 30, 2017To say I was obsessed with gamebooks as a lad is something of an understatement but I have only rarely picked one as an adult. As a consequence, it is many years since I had attempted this book but it is a
belter. The art is great, the writing precise and lots of twists and turns. I failed a few times but was enjoying enough to persevere and hit the magic section 400. For those with fond memories but little time, skip firetop mountain and start here. Highly recommended.July 12, 20171 love these type of books.March 19, 2017Part story, part game, this Is a
book with a difference, one in which YOU become the hero!October 28, 20180ne of my teenage years favourites!February 8, 2013Full playthrough and review at book is the second in the Fighting Fantasy series after The Warlock of Firetop Mountain. Again we have a classic plot, albeit one which is more fleshed out than TWoFM'’s. This time we have
a believable backstory, a real villain, and a potential hero with a real motivation for taking said villain down (well, a motivation beyond ‘ooh shinies’). The environment itself made more sense, with rooms appearing to have a purpose rather than just being an arrangement for an adventurer to pass through. The creatures that dwell in the Citadel are
imaginative and varied, and while they do verge on the bizarre, even this makes sense given the premise of the location and its master’s leanings towards Chaos. The robustness of the backstory and setting are perhaps reflected in the writing in this book - most of the rooms and creatures are described in great detail. That said, I found some of the
directional descriptions a bit confusing - perhaps this was intentional, but for some sections of the book I had no real idea of where I was in the Citadel in relation to other areas. I did find it a bit odd that such a powerful sorcerer had such a lame weakness - sunlight? Really? Unless he was a closet vampire, it’s amazing that someone so unlucky as to
have such a severe allergy, survived long enough to become a powerful sorcerer. I can only assume he did all his invading at night. Also, section 400 is sadly lacking in triumphant prose, and together these two factors provide a little bit of an anti-climax to an otherwise fun duel.Russ Nicholson’s art seems better suited to The Citadel of Chaos than The
Warlock of Firetop Mountain, and in most cases he captures the atmosphere very well. There are still some illustrations where the lighting doesn’t seem quite right, but all in all it’s pretty good stuff.The Citadel layout, although very simple on the surface, has some subtleties which make progress not quite as straightforward as you’d think. Taking
certain routes can mean you skip past a lot of important content, and the true path which I found actually involves taking one route, getting yourself captured, and then escaping to the first room on the other route. This is a little counter-intuitive, and I can’t help but think it would have been better to allow players to backtrack rather than take such a
circuitous route with no mistakes. Maybe some kind of time mechanic could have been built in to prevent the player from hanging around for too long. I might be wrong - there might be another route which works more neatly - but without reading my own adventure log I couldn’t remember the exact route I ended up taking on my 4th attempt - that’s
how confusing it was!On the other hand, I did enjoy the fact that in most cases, there is an alternative to simply fighting your way through (and in some cases, physical violence will get you killed). Most of the spells seem to have valid uses, some more than others (Creature Copy and Weakness are a godsend for low-SKILL characters) and this also
means that this is one of those rare books where you can get through with very poor initial stats. It might even be possible without taking part in a single combat yourself, although you’d need two Creature Copy spells and some luck to get past the hydra.There was one example of a clumsy mechanic where I was only allowed to pick up two of three
small items - I understand the need to avoid handing everything to the player on a plate, but this could have easily been prevented by placing one of the items on an alternative path. Otherwise I felt the mechanics worked well, and were a vast improvement over the first book. The magic system is simple, generally giving you enough spells that you'll
usually have options as an alternative to combat in most situations.I found this gamebook quite hard in the sense that finding the correct route took quite a few attempts, and even then it didn’t really seem intuitive. However there are several solutions to most problems, and even with minimum stats it’s possible to avoid directly fighting anything that
outclasses you.This is an enjoyable gamebook with lots of interesting situations rather than a focus simply on hack n slash. Trying to find the correct route was fun at first, but started to grate after a few attempts, as there were no real clues as to where I was going wrong. For a single playthrough, however, I would definitely recommend this
book.April 21, 2015This was the first Fighting Fantasy gamebook I ever got, over 25 years ago, and I was hooked.It took me several attempts to complete it back then and it took me several attempts again this time. Those damned Ganjees kept stumping me back in the day, and I couldn't remember this time round how to deal with them until I finally
found an object that would do the trick.There are a lot of branching paths, but there are a couple of places you have to visit and a couple of items you have to obtain in order to succeed. But the several paths greatly increase the replay value too. It's sufficiently different each time to remain interesting, till your maps and notes from previous attempts
are comprehensive enough to reveal the easiest path through to completion.The actual final confrontation with Balthus Dire is very well done. I was afraid it would be a simple fight, but there's actually a magical duel which can veer off several different ways depending upon the spells chosen. It also helps to have paid attention when information
gathering at earlier stages.Huge fun and quite a leap forward from 'The Warlock of Firetop Mountain'.October 14, 2017Retrofantasy from the 80's. This is a classic dungeon crawl in the old style with a simple story and not much plot. Kill the evil sorceror who lives at the end of the dungeon. Still it's mildly entertaining and reminds me of old style text
adventures games like Zork.Plus: Very good illustrations (besides the cover which look an 5 year old has drawn it, and it was changed in later editions).Some funny deaths. Strangled by a curtain, really?You can choose to join the evil side.The combination that you need to enter the last rooms. Got me the first time.The Ganjees!!My copy has yellowed
pages, just like an really old puffin should have.Minus:Well, not much of story - open door -> engage next enemy or friend or maze. And simple writing. But that's all part of being a gamebook of course.February 6, 20211 played a few of these a couple of years ago, when the the series was relaunched with a new title by Charlie Higson, The Gates of
Death. I've really struggled with boredom in the latest lockdown, and so I fancied something to get my brain into. I know these were aimed at kids, and I'm 46, but I never had the patience to persist with them when I was younger, and I've found that when played properly they're pretty absorbing and quite a lot of fun.This took several attempts to
complete, and kept me busy for most of the day, when the weather outside was miserable as hell, and everything is closed. Solving puzzles, battling monsters and losing myself in a rich fantasy landscape wasn't a bad way to spend a day, and as such this book represents pretty good value for money. It is, of course, an old book, being one of the
original titles from the early eighties. Sadly, although the Scholastic reprints have all the same text, the original artwork has gone, and as a result, the books are FAR less attractive. They also seem rather shoddily put together, given that the binding is starting to fail after one day. To be fair, though, quite a lot of spine-bending was involved. Anyway,
those are minor criticisms.I've not played many FF books, so I don't know how high this ranks in terms of difficulty, but to get through this successfully, you need to make sure you find some specific objects, and also a combination to a door (and once you've noted this, you need to turn to that passage number, so cheating isn't possible there). My early
attempts lacked several key things I needed, but by keeping tabs on where I'd been, I managed to eventually get to all the locations I needed. One or two locations were very problematic until I had the right objects to get through. Finding them often involves guesswork and luck rather than skill, but as you progress, you'll get a feel for what you need,
and I found I got through with surprisingly few fights, and although there's a magic system in this book with various spells to choose from, I found I didn't need to use very many.As is the case with most books in this series, you can make enough choices to end up in sticky situations and have freedom to move around a fair bit, but there's a kind of
linear structure that does eventually prod you towards your goal. There's a great range of creatures and locations, with enough variety to keep you engaged and busy to the end. The final battle with Balthus Dire threw up a few challenges, and his Skill and Stamina is formidable enough to present a few challenges, so make sure you keep those
numbers up! This can be done by avoiding unnecessary conflict and using spells to maintain your scores. Dedicated fans of the series might have stronger opinions on this than me, but as a relative n00b to fantasy role-playing, I enjoyed this a lot, and I'm looking forward to another three that I have to play. It's a fine way to while away time in these
rather boring days.May 1, 2022There was a lot to recommend this book! The dynamics of the citadel were a lot more complex than Deathtrap Dungeon or The Warlock of Firetop Mountain. There were guards active in several areas, who could interfere with your activities and haul you off to jail. There were social interactions with different groups
wandering around - people (mostly monsters) were selling things, hanging out, working at jobs, raising families. The various monsters interacted with each other and had opinions, instead of being hermetically sealed in rooms waiting for an adventurer to kick down the door. The boss fight was fantastic! It was clever and funny and compelling and
very hard to beat! Really, that boss fight earned a whole star.And yet, it didn't quite have that dungeon crawl flavor, you know? I know it's objectively better put together than Firetop and Deathtrap, but it's also slightly less fun. I'm tired of leprechauns. I didn't like the spell system, especially having to pick the spells ahead of time instead of using
spell points, and especially replacing provisions entirely with stamina spells. I also died way more getting through this book - was it just me, or were there many more sudden death options? It was a tough job, with slim pickings for loot.Still, a solid adventure, and a pleasant afternoon. January 13, 2019This was the first Fighting Fantasy book to
includes spells as a character feature. Choosing the right spells was part of the fun trial and error of the book.Far more instant death/failure possibilities than The Warlock of Firetop Mountain. If you know the best path through the Citadel you can actually make it through the entire book with the worst stats possible.The main story element sees you
on an assassination mission rather than searching for treasure or performing another type of mission. Your job is to bring down the leader of one of two military sides in order to prevent a major battle and unnecessary bloodshed.Great book. The structure of the book is typical for Steve Jackson with often many options to take for each encounter,
rather than just a couple each time.choose-your-own-adventure gamebook gamebooksApril 18, 20231 am uncertain (yet) whether I prefer Jackson or Livingston's writing, but this FF book is pretty solid. I enjoyed the play through and it seems one could progress without fighting - just by making clever decisions. That's a nice touch. It also has a tighter
scope FF1, a trend that I hope (and believe does) continue in the ensuing books. Side note. I played with a paragon character (best, or close to best stats) and a sausage-fingered bookmark. I like seeing the branching realities or backtracking from a death that seems capricious. Your mileage may vary depending on how you play/read the book. March
12, 2008Another Steve Jackson classic reprint. I don't know if others would enjoy this one as much as I did - for me it's now mostly nostalgia factor of the Woonsocket Public Library of the mid-to-late-1980s. October 12, 2009Dug this out of my basement after a friend of mine mentioned using a similar sort of game idea/mechanic for his Nanowrimo
project this year. Really interesting game/book hybrid - like a mix of Choose Your Own Adventure and D&D.Displaying 1 - 30 of 89 reviewsGet help and learn more about the design. FIGHTING FANTASY is the brilliant series of advent... Jump to ratings and reviewsWho knows what monstrous creatures lie in wait in the Citadel of Chaos?The Citadel
holds a dark and dangerous peril for anyone foolhardy enough to venture through its gruesome gates. And yet venture you must, for your mission lies at the heart of the Citadel, with the dread sorceror, Balthus Dire!Two dice, a pencil and an eraser are all you need to make your journey. YOU decide which route to take, which monsters to fight, and
where to use your special knowledge of the magic arts. 13 people are currently readingSteve Jackson (born 20 May 1951) is a British game designer, writer, and game reviewer, who is often confused with the American game designer of the same name. Along with Ian Livingstone, he is the creator of the Fighting Fantasy books. The US Jackson also
wrote three books in the Fighting Fantasy series, which adds to the confusion, especially as these books were simply credited to "Steve Jackson" without any acknowledgement that it was a different person.See also:Steve Jackson, US game designerSteve Jackson, author of works on crimeSteve Jackson, Scottish thriller writerDisplaying 1 - 30 of 89
reviewsMarch 5, 2015Assassination, sorcerer style, is the name of the game in The Citadel of Chaos!Steve Jackson has been pumping out these gamebooks for decades. I believe there's something like 60 of them. In them you play an adventurer on a quest that involves a dungeon crawl, a term gamers use to describe an adventure in which your
character is going room-to-room through some kind of controlled area, like a dungeon, crypt, catacombs, caves, etc. For the purpose of books like this, which are very much modeled upon the Choose Your Own Adventure style of reading, it's necessary to keep "on track," if you will. More on this will be explained below. But now for some book-
representative illustrations!Not all fantasy art is created equal, but Russ Nicholson's got the goods!With the advent of ebook readers, you can now read/play these without having to keep track of ability scores, health level or inventory. You don't even have to make a map of your progress. That's a good thing, because I just don't have the time or desire
to do all that. I just want a bit of fun and, after purchasing it for my kindle, that's what a book like this provides. In The Citadel of Chaos you play a wizard and the coolest part about that of course is that you get to cast spells. That was an exciting first for me! The spell choices are limited and the ones on offer (Strength, Stamina, ESP, Levitation, Fire,
and a few others) are designed to be useful at some point in the dungeon. Some more so than others, and if you take a certain path through the dungeon you may not find a use for some of these spells at all.These books aren't "open world," meaning you can't investigate the whole place, at least not in a single adventure. You see, the story is linear and
although this is a game you can manipulate, it too is fairly linear. Per each adventure, you pick a path. Usually you're given a couple choices. But you must keep moving forward, no backtracking. It's a drawback and failing of these kinds of books. Occasionally the writer is able to include choices that allow readers to experience variant parts of the
adventure that would normally only be found by following a different path than the one you're on. That's difficult and if not handled correctly could lead to an infinite loop, which would be embarrassing for the publisher. I think I've only come across one of those, so the editors/testers have done their due diligence. Anyhow, the linear nature of these
books is honestly a minor quibble and just one of the rules of the game you must abide by. No big whoop. A fun aspect to these particular books is the creatures you meet. Sure, you encounter your standard goblins, leprechauns and witches as well as the slightly more rare golems and lizardmen, which are still fairly well known in the fantasy world,
but you also get some often delightfully original - or at least oddball - creatures and characters. For instance, that Whirlwind was a breath of fresh air! *rimshot*Overall, this was fun. I've enjoyed the two of these books by Jackson that I've read so far and I will no doubt read more.choose-your-own-adventure fantasy fantasy-specifically-d-d October 9,
2022]Just one of the shortest and toughest FF gamebooks... and an almost endless death count by the damned Gangees made me hate them for good!Luckly magic system, nearly a prototype of the one later used by author in his blockbuster Sorcery Fighting Fantasy limited series, gorgeous moody artworks by artist Russ Nicholson, and final fight
against Balthus Dire, with lots of chooses and ways to end the big bad final boss and his dreams of conquest, saved the day.Three stars, three stars and an half if you add the nostalgia factor..fantasy fighting-fantasy game-booksDecember 30, 2017Balthus Dire! What a sinister character he is. The illustrations in these books are just amazing. Just like
the books. I remember playing them as a teen. The warlock of firetop mountain, the forest of doom, the citadel of chaos, freeway fighter and starship traveller; not so good, the city of thieves; one of my favorites... I think I got to number twenty six before I discovered girls. The geek was coming of age. The fantasy genre took a back seat for many
years. The angst of teenage years. Oh! The nostalgia. I am a fifty year old now and there is only one girl in my life but, the fighting fantasy bug is back.November 19, 2012This grade is total, absolute nostalgia induced.And that's okay.This was the first Fighting Fantasy book I read, and I fell in love with it, the concept, the goal and the execution
(especially because there were so many ways with which to actually defeat the final boss).Also, I got to be a magic user!July 26, 2023Free will is an illusion.Everything we are in this world, everything we do and feel, can be reduced to a combination of outside factors pulling us around like puppets on strings - nature and nurture, what we're born as
and how we're raised, and what seemingly random yet actually quite predictable events and circumstances the universe around us throws in our way, they all cascade and collide from one another, like little pebbles hitting larger rocks and kicking them further downhill, all conspiring to lead us all the way into the dark pit that is inescapable and
inevitable Death, the termination of our biological functions and consciousness.I do not talk about these things now because I want to. I talk about them because the universe has given me two reasons to do so, and furthermore molded me into the sort of a shape and form where these reasons were all I needed to ramble on about such things: the first
is that a friend of mine broached the subject of free will yesterday, leading to me thinking about it in my own private mind; the second is that when I was about nine or ten years old, a casual glance at a board game shelf, catching my eye onto this book (I thought it was about Chess first), sent forth a great deal of little pebbles and rocks in the
downhill of my mind, single-handedly shaping much of what I am - my interest in the Fighting Fantasy gamebooks, in the genre of Choose Your Own Adventure in general, in fantasy and fantasy games, and ultimately roleplaying games, perhaps even my current profession as an author, or at the very least my interest in writing fantasy stuff
specifically.But even ignoring the vast amounts of nostalgia for this book, the great deal I owe for it, it's still one of the best in the series in its own right.Steve Jackson always wanted to try new things with the series, and in his first solo book he starts out by giving the player character a bunch of magic spells to play with. You're a sorcerer now, out to
assassinate a fellow sorcerous warlord who intents to raise an army and conquer the world. You get a semi-random number of spells to choose at the beginning, and can then use them to solve your problems in new and inventive ways. It helps to make the book far less linear than The Warlock was: rather than needing to go down a specific path to
find the exact same keys or whatever plot coupons there are, you have great many opportunities to go down for, many legitimately meaningful choices, all equally likely to end to victory. I don't think there's a single obstacle or puzzle in the book that doesn't have at least two ways to get through.The final battle with Balthus Dire is also by far the best
in the series. You can engage him in a duel of magic and fling all your spells at him, have them be countered and counter them again, or seek advantages in your surroundings as the duel allows you. There are great many possibilities in what might happen and how, many ways to win, even more ways to lose, and it's all just a lot of fun. Or you could
just charge at him with your sword like you did with Zagor, if you prefer.Russ Nicholson, the illustrator, does some of his best work here: his art is dark and moody, bringing the citadel and all its bizarre inhabitants to life in sometimes a frankly unsettling way. The wheelies are my favourite. It definitely helps to weave this gloomy, oppressive
atmosphere, where you really feel like you're alone in a hostile territory where no one likes you and nothing can be trusted.The rocks it sent rolling are still going, by now an avalanche in my mind. Had I missed it that time in my childhood, only discovered it now, I doubt I would have liked it as much. I could well be an actually responsible and utterly
boring person. But all that said, my subjective personality or alternate selves notwithstanding, it's a well-written and well-designed gamebook that stands entirely on its own merit.May 26, 2019A game of knifey-knifey and a bottle of two of wine;A ghostly washerwoman hanging nothing on the line;The Dog-Ape and the Ganjees and the Wheelies and
the Miks;If you want to get through this one, be prepared for dirty tricks.December 12, 2020More nostalgia as I dug out this follow-up to THE WARLOCK OF FIRETOP MOUNTAIN to see how it's held up all these years. These are the books I absolutely loved as a kid (and ones which gave me a life-long love of fantasy).CITADEL is short but effective.
The plot is virtually the same as in WARLOCK, except this time you need to infiltrate a citadel instead of a mountain. Once again the aim is assassination, with the excellently-named 'Balthus Dire' your main target. There are a few differences, mainly that you're a mage here, with access to a handful of handy spells. It added interest to the game.
Otherwise, it's fairly linear, following passageways, choosing to open doors, fighting rhino-men and goblin/giant hybrids. The enemies seemed a little easier than in other adventures.We ended up trapped in a prison cell, not having the right spells with us, so we lost the game. It seemed a little unfair but that's the fun of these books: you never know
what's going to happen next or what you might need...Another attempt: we did better the next time around, successfully infiltrating the citadel itself and befriending a few useful allies on the way. This time around, the chosen spells seemed to be more effective and some relevant items were discovered, but a gradual loss of stamina and a spooky
encounter with some disembodied heads in a pitch-black tower room led to a relatively early death.Another attempt: and another early death! This time in standard combat after ending up with a skill of 7. I got partway in and once again enjoyed the gameplay, with lots of luck-testing and the use of magic spells adding immeasurably to the slightly
basic feel of WARLOCK. This does seem to be one of the harder gamebooks though, mainly as even the early creatures are very tough.choose-your-own-adventureMarch 29, 2015Like its predecessor, CITADEL OF CHAOS follows the basic plan of a solitaire dungeon-crawl: break into the fortress-lair of an evil boss monster, defeat his lesser minions
and traps, accumulate useful treasures, and kill the Big Bad Guy. CITADEL adds two twists to this narrative. First, players take the role of magic-users, who can cast up to eighteen spells per game from a list of twelve (rather generic) incantations, when and as specific gamebook entries prompt them. Second, rather than the conventional orcs,
dragons, and other fantasy creatures of WARLOCK OF FIRETOP MOUNTAIN, the creatures in this adventure have an odd, almost Baum-like quality. There are amorous goblins, leprechaun tricksters, humanoids with rhino heads, sewer snakes, pill-shaped wheelers with four hands, and at least one demoness with lethal heat vision, not to mention the
memorably-named Boss Monster himself, Balthus Dire. This is unsettling at first but does make the book refreshingly different from WARLORD, which, I think, is less likely than CITADEL to come off my shelf again. May 4, 2014An apprentice wizard goes off to assassinate some powerful sorcerer10 June 2012 This is the second of the Fighting Fantasy
gamebooks and it seems to have been designed differently to the first one. The most noticeable difference is that I do not think that this book is designed to be mapped. The reason that I say this is that the book seems to be more of a collection of encounters inside a citadel rather than actually being able to explore the citadel. In fact, mapping this
particular gamebook is nigh impossible, though the problem is that without having even a semblance of a map makes it difficult to find the one true path through the game. The other difference is that magic has been added to the game. At the beginning you select a number of spells from the list, though you are only allowed to use the spell once per
adventure (you can select the spell multiple times). The game is designed so that even if your initial rolls are bad, making the right spell selections should enable to you complete the adventure with minimal problems - it is just trying to find the true path is difficult at best. In a way, drafting a map makes it easier to try to find that true path, though I
will say more about that style in the next book, The Forest of Doom. The background is the so called battle between law and chaos, though one might suggest that there is a similar battle raging in the background of our world. In a way these concepts are very vague, but it could easily be compared to the battle between civilisation and barbarity,
which is what makes these concepts bad. In the fantasy world the side of law is order, peace, and prosperity, which chaos is pretty much the opposite. It is the same in our world, with civilisation being the means for prosperity and peace, and can easily be summed up to mean the rule of law. The rule of law sits in the background and guides society
and everybody, right up to the prime minister, is subject to it. However chaos can be seen as the fickle rule of a single person, where there is no rule, just decisions made by the ruler based on emotion and feeling at the time. In this book, the antagonist, Balthus Dire, is out to conquer the lands of law, and as the war comes closer, you volunteer to
sneak into his citadel and assassinate him. This mission is pretty much spelt out at the beginning. I guess this is where I want to rant a bit because to me it is difficult to suspend my disbelief. Okay, in the first book you are simply breaking into the house of some tin-pot wizard (and it is assumed that he is bad, though it is more likely it that he is a
loner, and for some reason, people who live alone are up to no good, so they must be bad) and stealing his treasure. Okay, he did have a pet dragon, but the dragon can easily be dealt with (and just because you have a pet dragon does not mean that you are evil). However, this one is different because you are going up against a powerful ruler to
assassinate him, and you are like an apprentice wizard. To me, this makes no sense because this is the job of a professional assassin, and honestly, what does an apprentice wizard know about wetwork? Not much I'd say. The final battle with Balthus Dire was much better than the one at the end of Firetop Mountain, but that is not surprising because
Firetop Mountain was the first, and the style was still being developed. However, this battle was a lot more descriptive and simply did not fall down to a collection of dice rolls. Instead there were multiple options determining the moves that you make to fight the wizard and his cronies. In a way much better and much more enjoyable, though it still is a
much more difficult book.July 29, 20171 used to love fighting fantasy books as a child, so when I visited my old childhood home and was perusing a cupboard with lots of my old things, I was very excited to find these books.This was a quick, fun adventure book and it has so many different paths and choices so you can read it multiple times. I don't read
it and play properly with dice, so maybe I'm a cheater. But either way I really enjoyed going back and doing this again. I will definitely be playing/reading the rest too. booktubeathon-2017 read-2017May 7, 2017Having greatly enjoyed re-living my old Fighting Fantasy Gamebooks as I went through them for goodreads reviews, I decided to go ahead
and fill in the gaps by picking up new copies of the ones I never played as a kid. This, being the earliest one, was the first I tackled. It seems to me to have some weaknesses compared to later installments in the series, which is perhaps not surprising for a sophomore effort. The main thing I noticed is that it relies more heavily on good die rolls than
most of the later books - if you start out with a low Skill rating in this one, the best you can hope for is an opportunity to learn something new before character death. You will learn how to avoid many of the combat situations as you go through repeatedly, but some will be necessary, and other aspects of the game hinge upon Luck rolls or other
random factors. Another thing is that the dungeon doesn’t map as neatly as it should, so it’s hard to make a useful guide to getting through to the end. I'm pretty sure that there was actually no way to get both the item you need to clear the last major guard AND the one you need in the final battle, but it’s hard to be sure because my map was so
messy. If I am right, that means that lucky die rolls would be necessary for any effort to clear both rooms. Still, overall, it was still a lot of fun, and the artwork and creativity were as good as any of the other books. There are all kinds of creatures, from familiar types like orcs, goblins, hydras, and gargoyles, to two-headed lizardmen called Calacorms
and shape-changing animals called Miks, and the dreaded Ganjees, whatever the heck they look like (you meet them in a very dark room). Each encounter offers the possibility of some reward that can help you later on, although there seems to be one room full of monsters who have nothing in particular to offer, which strikes me as an editorial error.
An interesting aspect of this gamebook is that, in addition to your skill and luck, you also get a "Magic" stat that determines how many spells you start out with. You pick the spells, and as you go you learn to save them up for the final battle. I may not return to it as happily as the books I read earlier, but I probably will pick it up again one of these
days.choose-your-own-adventure fantasy role-playingFebruary 6, 20191 finally had to tap out and let Balthus Dire do his thing. I hate these books because they are a challenge where you have to find that sweet spot of good choice combinations and die rolls to make it to the end, but I also like them for the same reasons. I gave this adventure several
runs, but in the end I think frustration finally bested me (it took so long to make it past those damn Gangess and then there was getting past the Hydra and then that combination lock and I just decided that my character would return to his school and look into the availability of nuking the site from orbit- “it’s the only way to be sure”).December 30,
2017To say I was obsessed with gamebooks as a lad is something of an understatement but I have only rarely picked one as an adult. As a consequence, it is many years since I had attempted this book but it is a belter. The art is great, the writing precise and lots of twists and turns. I failed a few times but was enjoying enough to persevere and hit the
magic section 400. For those with fond memories but little time, skip firetop mountain and start here. Highly recommended.July 12, 20171 love these type of books.March 19, 2017Part story, part game, this Is a book with a difference, one in which YOU become the hero!October 28, 20180ne of my teenage years favourites!February 8, 2013Full
playthrough and review at book is the second in the Fighting Fantasy series after The Warlock of Firetop Mountain. Again we have a classic plot, albeit one which is more fleshed out than TWoFM’'s. This time we have a believable backstory, a real villain, and a potential hero with a real motivation for taking said villain down (well, a motivation beyond
‘ooh shinies’). The environment itself made more sense, with rooms appearing to have a purpose rather than just being an arrangement for an adventurer to pass through. The creatures that dwell in the Citadel are imaginative and varied, and while they do verge on the bizarre, even this makes sense given the premise of the location and its master’s
leanings towards Chaos. The robustness of the backstory and setting are perhaps reflected in the writing in this book - most of the rooms and creatures are described in great detail. That said, I found some of the directional descriptions a bit confusing - perhaps this was intentional, but for some sections of the book I had no real idea of where I was in
the Citadel in relation to other areas. I did find it a bit odd that such a powerful sorcerer had such a lame weakness - sunlight? Really? Unless he was a closet vampire, it’s amazing that someone so unlucky as to have such a severe allergy, survived long enough to become a powerful sorcerer. I can only assume he did all his invading at night. Also,
section 400 is sadly lacking in triumphant prose, and together these two factors provide a little bit of an anti-climax to an otherwise fun duel.Russ Nicholson’s art seems better suited to The Citadel of Chaos than The Warlock of Firetop Mountain, and in most cases he captures the atmosphere very well. There are still some illustrations where the
lighting doesn’t seem quite right, but all in all it’s pretty good stuff.The Citadel layout, although very simple on the surface, has some subtleties which make progress not quite as straightforward as you’d think. Taking certain routes can mean you skip past a lot of important content, and the true path which I found actually involves taking one route,
getting yourself captured, and then escaping to the first room on the other route. This is a little counter-intuitive, and I can’t help but think it would have been better to allow players to backtrack rather than take such a circuitous route with no mistakes. Maybe some kind of time mechanic could have been built in to prevent the player from hanging
around for too long. I might be wrong - there might be another route which works more neatly - but without reading my own adventure log I couldn’t remember the exact route I ended up taking on my 4th attempt - that’s how confusing it was!On the other hand, I did enjoy the fact that in most cases, there is an alternative to simply fighting your way



through (and in some cases, physical violence will get you killed). Most of the spells seem to have valid uses, some more than others (Creature Copy and Weakness are a godsend for low-SKILL characters) and this also means that this is one of those rare books where you can get through with very poor initial stats. It might even be possible without
taking part in a single combat yourself, although you’d need two Creature Copy spells and some luck to get past the hydra.There was one example of a clumsy mechanic where I was only allowed to pick up two of three small items - I understand the need to avoid handing everything to the player on a plate, but this could have easily been prevented by
placing one of the items on an alternative path. Otherwise I felt the mechanics worked well, and were a vast improvement over the first book. The magic system is simple, generally giving you enough spells that you’ll usually have options as an alternative to combat in most situations.I found this gamebook quite hard in the sense that finding the
correct route took quite a few attempts, and even then it didn’t really seem intuitive. However there are several solutions to most problems, and even with minimum stats it’s possible to avoid directly fighting anything that outclasses you.This is an enjoyable gamebook with lots of interesting situations rather than a focus simply on hack n slash. Trying
to find the correct route was fun at first, but started to grate after a few attempts, as there were no real clues as to where I was going wrong. For a single playthrough, however, I would definitely recommend this book.April 21, 2015This was the first Fighting Fantasy gamebook I ever got, over 25 years ago, and I was hooked.It took me several
attempts to complete it back then and it took me several attempts again this time. Those damned Ganjees kept stumping me back in the day, and I couldn't remember this time round how to deal with them until I finally found an object that would do the trick.There are a lot of branching paths, but there are a couple of places you have to visit and a
couple of items you have to obtain in order to succeed. But the several paths greatly increase the replay value too. It's sufficiently different each time to remain interesting, till your maps and notes from previous attempts are comprehensive enough to reveal the easiest path through to completion.The actual final confrontation with Balthus Dire is very
well done. I was afraid it would be a simple fight, but there's actually a magical duel which can veer off several different ways depending upon the spells chosen. It also helps to have paid attention when information gathering at earlier stages.Huge fun and quite a leap forward from 'The Warlock of Firetop Mountain'.October 14, 2017Retrofantasy
from the 80's. This is a classic dungeon crawl in the old style with a simple story and not much plot. Kill the evil sorceror who lives at the end of the dungeon. Still it's mildly entertaining and reminds me of old style text adventures games like Zork.Plus: Very good illustrations (besides the cover which look an 5 year old has drawn it, and it was
changed in later editions).Some funny deaths. Strangled by a curtain, really?You can choose to join the evil side.The combination that you need to enter the last rooms. Got me the first time.The Ganjees!!'My copy has yellowed pages, just like an really old puffin should have.Minus:Well, not much of story - open door -> engage next enemy or friend or
maze. And simple writing. But that's all part of being a gamebook of course.February 6, 20211 played a few of these a couple of years ago, when the the series was relaunched with a new title by Charlie Higson, The Gates of Death. I've really struggled with boredom in the latest lockdown, and so I fancied something to get my brain into. I know these
were aimed at kids, and I'm 46, but I never had the patience to persist with them when I was younger, and I've found that when played properly they're pretty absorbing and quite a lot of fun.This took several attempts to complete, and kept me busy for most of the day, when the weather outside was miserable as hell, and everything is closed. Solving
puzzles, battling monsters and losing myself in a rich fantasy landscape wasn't a bad way to spend a day, and as such this book represents pretty good value for money. It is, of course, an old book, being one of the original titles from the early eighties. Sadly, although the Scholastic reprints have all the same text, the original artwork has gone, and as
a result, the books are FAR less attractive. They also seem rather shoddily put together, given that the binding is starting to fail after one day. To be fair, though, quite a lot of spine-bending was involved. Anyway, those are minor criticisms.I've not played many FF books, so I don't know how high this ranks in terms of difficulty, but to get through this
successfully, you need to make sure you find some specific objects, and also a combination to a door (and once you've noted this, you need to turn to that passage number, so cheating isn't possible there). My early attempts lacked several key things I needed, but by keeping tabs on where I'd been, I managed to eventually get to all the locations I
needed. One or two locations were very problematic until I had the right objects to get through. Finding them often involves guesswork and luck rather than skill, but as you progress, you'll get a feel for what you need, and I found I got through with surprisingly few fights, and although there's a magic system in this book with various spells to choose
from, I found I didn't need to use very many.As is the case with most books in this series, you can make enough choices to end up in sticky situations and have freedom to move around a fair bit, but there's a kind of linear structure that does eventually prod you towards your goal. There's a great range of creatures and locations, with enough variety to
keep you engaged and busy to the end. The final battle with Balthus Dire threw up a few challenges, and his Skill and Stamina is formidable enough to present a few challenges, so make sure you keep those numbers up! This can be done by avoiding unnecessary conflict and using spells to maintain your scores. Dedicated fans of the series might have
stronger opinions on this than me, but as a relative n0O0b to fantasy role-playing, I enjoyed this a lot, and I'm looking forward to another three that I have to play. It's a fine way to while away time in these rather boring days.May 1, 2022There was a lot to recommend this book! The dynamics of the citadel were a lot more complex than Deathtrap
Dungeon or The Warlock of Firetop Mountain. There were guards active in several areas, who could interfere with your activities and haul you off to jail. There were social interactions with different groups wandering around - people (mostly monsters) were selling things, hanging out, working at jobs, raising families. The various monsters interacted
with each other and had opinions, instead of being hermetically sealed in rooms waiting for an adventurer to kick down the door. The boss fight was fantastic! It was clever and funny and compelling and very hard to beat! Really, that boss fight earned a whole star.And yet, it didn't quite have that dungeon crawl flavor, you know? I know it's
objectively better put together than Firetop and Deathtrap, but it's also slightly less fun. I'm tired of leprechauns. I didn't like the spell system, especially having to pick the spells ahead of time instead of using spell points, and especially replacing provisions entirely with stamina spells. I also died way more getting through this book - was it just me, or
were there many more sudden death options? It was a tough job, with slim pickings for loot.Still, a solid adventure, and a pleasant afternoon. January 13, 2019This was the first Fighting Fantasy book to includes spells as a character feature. Choosing the right spells was part of the fun trial and error of the book.Far more instant death/failure
possibilities than The Warlock of Firetop Mountain. If you know the best path through the Citadel you can actually make it through the entire book with the worst stats possible.The main story element sees you on an assassination mission rather than searching for treasure or performing another type of mission. Your job is to bring down the leader of
one of two military sides in order to prevent a major battle and unnecessary bloodshed.Great book. The structure of the book is typical for Steve Jackson with often many options to take for each encounter, rather than just a couple each time.choose-your-own-adventure gamebook gamebooksApril 18, 20231 am uncertain (yet) whether I prefer Jackson
or Livingston's writing, but this FF book is pretty solid. I enjoyed the play through and it seems one could progress without fighting - just by making clever decisions. That's a nice touch. It also has a tighter scope FF1, a trend that I hope (and believe does) continue in the ensuing books. Side note. I played with a paragon character (best, or close to
best stats) and a sausage-fingered bookmark. I like seeing the branching realities or backtracking from a death that seems capricious. Your mileage may vary depending on how you play/read the book. March 12, 2008Another Steve Jackson classic reprint. I don't know if others would enjoy this one as much as I did - for me it's now mostly nostalgia
factor of the Woonsocket Public Library of the mid-to-late-1980s. October 12, 2009Dug this out of my basement after a friend of mine mentioned using a similar sort of game idea/mechanic for his Nanowrimo project this year. Really interesting game/book hybrid - like a mix of Choose Your Own Adventure and D&D.Displaying 1 - 30 of 89 reviewsGet
help and learn more about the design. Fighting Fantasy review - Citadel of Chaos Happy Gamer Reviews To view this video download Flash Player
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